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L ocated in the T'Lani star system near Deep Space Nine. 

The entire population of this world is wiped out by deadly 
nanobiogenic harvester weapons in a war with the neighboring 
Kellerun. The harvesters are cylinders containing approximately two 
liters of a concentrated lethal orange gel. In 2370, both sides 
eventually agreed to destroy the deadly chemical weapons with 
Federation assistance. 

O The harvester nanobiogenic weapons are to be destroyed 
by Bashir and O'Brien, but even knowing about the 
weapons puts them in danger. Dr. Sharat wants them killed. 


T his planet's many ancient ruins make it an attractive destination 
for those interested in archeology. In 2369, Captain Picard is 
invited to visit Suvin IV by Dr. Langford, an archeologist who 
has studied the ruins. 


[ome to the T'Lani race. T'Lani Prime is at war with the 
j Kellerun for many centuries. They suffer extensive losses due 
I to the Kellerun's use of harvester nanobiogenic weapons. 

The 

T'Lani 

1 ambassador 
BHHBON E'Tyshra 

Hau l conspires 

- with the 

\ Kellerun 

ambassador 
to rem ° ve 
BE all evidence 

m ^ y v vX^c< j 4]£^> 3bHII of the 

m x r l \ existence 

H j—- .„ of the 

■F~~ If 'hRH^HFI harvesters - 

K including 

■ anyone 

■ who knows 

' U about them. 


his planet is the destination of the U.S.S. Enterprise NCC-1701-D before the ship 
runs into a school of spaceborne two-dimensional creatures that are attempting 
to return to a cosmic string fragment in 2367. 


* m IV are Dipeaai numanoias wno afe&, ^ As the atmosphere clears on Tagra IV, 
are distinguished by their four nostrils. ^ it changes color from a polluted reddish 

Their planet suffers from a dangerously m* brown to clean, clear blue. Amanda Rogers of 

polluted atmosphere; by 2369, the fhe Q Continuum is re sponsible for the change. 

situation reaches a crisis point and rph Orn Lote, an engineering specialist from 

Tagran engineer Orn Lote sends a I Tagra IV, contacts the U.S.S. ENTERPRISE 

distress call to the U.S.S. Enterprise •° r hel % inform . ing the T f b ° ut bi *?l anets 

« t, r ■ r impending environmental catastrophe. 

NCC-1701-D. The Federation ship 

delivers supplies, which include baristatic filters, to help clean the atmosphere. Amanda Rogers, a burgeoning member of the Q Continuum 
who is on board the Enterprise, is unable to resist helping when the situation becomes critical. She contains the disaster with her powers, thus 
preventing more deaths. Tagra IV is orange colored when viewed from orbit, indicating its heavily polluted nature. When Rogers clears the 
atmosphere, it takes only seconds to revert back to its natural blue/green color. 


































H omeworld of the 
extinct Taguan race. 

This diminutive 
planet boasted one of the 
Galaxy's oldest recorded 
civilizations, which dates 
back approximately two 
billion years. Although 
Tagus III has been the 
site of extensive 
archeological study for 
the last 22,000 years, 
precious little is known 
about the Taguan 
civilization. 

To date, there have 
been 947 excavations on 1 
archeologist Captain Jean-Luc Picard of the U.S.S. Enterprise 
NCC-1701-D bases his address to the Federation Archeological 
Council's annual symposium on the subject of the planet's ruins. 


L ocated in the 
distant Talos 
Star Group, 

which contains 11 
planets, Talos IV 
once had a 
thriving and highly 
sophisticated 
humanoid 
civilization. After 
a terrible nuclear 
war took place 
thousands of 
centuries ago, the 
planet's surface 
became 

uninhabitable and 
most of its population were killed. Some of the remaining Talosians 
migrated underground to escape the surface radiation. There they 
developed extraordinary mental powers that allowed them to create 
illusions drawn from the minds of other species. Physically, Talosians 
are short, balding humanoids with enormous craniums. 

First contact with the Talosians occurred in 2236, when the S.S. 
Columbia crashed on Talos IV. The only survivor was a woman 
named Vina, who was horribly disfigured but was given the illusion 
of perpetual beauty by the Talosians. When the U.S.S. Enterprise 
NCC-1701, under the command of Christopher Pike, responds to a 
distress call in 2254, the Talosians capture the captain and try to force 
him to procreate with Vina to start a new human community. Their 
efforts fail when he demonstrates the human devotion to freedom. 

Pike is allowed to leave 
the planet, but rejoins 
the Talosians in 2266 to 
live out the remainder of 
his days after a crippling 
accident had left him 
disfigured. The Talosians 
use their abilities to give 
him the illusion of 
health. Talos IV remains 
off limits under 
Starfleet General 
Order 7, the only 
directive that is 
punishable by death if 
it is violated. 


O Delegates are gathered aboard 
the U.S.S. ENTERPRISE to listen 
to Captain Jean-Luc Picard's address 
on the ruins of Tagus III, a planet 
with a rich archeological history. 


O Talos IV's surface is rocky and barren, 
except for the few remaining species 
of plant life. The blue petals on this shrub 
vibrate with a soothing hum until touched. 


A n orange-brown colored 

planet when viewed from pHR 

orbit, Tantalus V is the 

home of a Federation penal JM 

colony administered by Dr. 

Simon Van Gelder and his 

assistant director, the innovative 
and highly respected Dr. Tristan 

Adams. For security reasons, ~ itM 

Tantalus V is protected by a / v T jf» 

forcefield that prevents 

unauthorized transporter use, ^ 
audio transmission or any Lethe is one of Dr. Adams' 

possible escape. The penal successfully treated 

colony, a type of hospital for sick pat,ents at the penal colony - 
minds, is considered to be a progressive institution, although Adams 
jokingly refers to it as "Devil's Island". One of the treatments 
developed and used on the planet, a neural neutralizer, is later 
discovered to have potentially deadly effects on its patients. Dr. 

O Dr. Van Gelder goes Adams dies after being exposed 

temporarily insane after to the device, but Dr. Van Gelder, 
being exposed to the neural a victim of the device's misuse, is 
neutralizer on Tantalus V. eventually cured and returns to 

run the 


O The Talosians are short and 
hairless, with large craniums. 
They have powerful minds that can 
create realistic illusions. 


D r. Nel Apgar, a Tanugan scientist, attempts to perfect 
a new source of energy production, the Krieger-wave 
converter, aboard a space station laboratory orbiting his 
home planet, Tanuga IV. Fie dies by his own hand in 2366 
when the station explodes after a failed attempt to kill 
Commander Riker of the U.S.S. Enterprise NCC-1701-D. 


O Tanugan scientist Dr. Nel Apgar 
works on his Krieger-wave 
converter in orbit around Tanuga IV. 




























Vulcans are considerably 
stronger than many 
humanoid species, 
including Terrans, but they 
prefer to use various nerve 
pinches and a knowledge 
of pressure points rather 
than brute force. 


The famous Vulcan 
x nerve pinch is 
applied to the point 
where the neck meets 
the shoulders. It is a 
particularly effective 
fighting technique which 
can render almost all 
humanoid species 
unconscious almost 
instantaneously. 


H lthough Vulcan has 
enjoyed more than 
2,000 years of 
peace, many 
Vulcans are capable 
warriors. In fact, 
the planet still 
maintains the Vulcan 
Institute of Defensive 
Arts, a facility for training in 
several forms of combat. Perhaps the most 

It is rare for modern famous Vulcan technique is 

Vulcans to use violence: a nerve pinch which is used 

Surak's teachings insist on the neck. By carefully 
they should seek a peaceful applying pressure with the 
solution to problems, even tips of the. fingers to an 
if it means their own death, area of the shoulder near 
Their fighting expertise is a the base of the neck, 
remnant of their violent Vulcans can render an 
past, but it also provides a opponent unconscious 
physical discipline which almost instantaneously. The 
parallels their rigorous nerve pinch is effective 

mental exercises. on almost all humanoid 


technique. 

Vulcans such as 
Ambassador Sarek are 

extremely knowledgable 
about other martial arts 
techniques. In a 
confrontation aboard the 
U.S.S. Enterprise NCC- 
1701, Sarek is able to repel 
the Tellarite ambassador 
Gav's attack simply by 
raising his arms. Sarek 
states that, if - he were 
given a logical reason, it is 
well within his capabilities 
to kill with his bare hands. 


Few members of 
non-Vulcan species 
have learned to use the 
Vulcan nerve pinch. 

Spock attempts to teach 
Kirk, without success. 

In fact, only the android 
Data appears capable 
of applying the pinch 
correctly. 

species. It can cause 
temporary damage to the 
trapezius nerve bundle, but 
causes no lasting pain. 

Few non-Vuleans have 
managed to master the. 
nerve pinch, even with 
expert tuition. This may be 
because Vulcans have 
extremely good motor 
control; when Spock's 
katra is in Dr. McCoy s 
mind, McCoy is unable 
to use the nerve pinch, 
but the android Lt. 

Commander Data, who non-existent Vulcan death 
has precise control over the grip to Captain Kirk on a 
exact amount of pressure Romulan vessel. His 
his fingertips exert, is able subterfuge enables Kirk to 
to successfully apply the steal a Romulan cloaking 


MARTIAL ARTS 


Even Vulcans like Sarek, 
who are renowned for their 
devotion to peace, are 
skilled in martial arts. When 
the ambassador is attacked 
by a Tellarite, he effortlessly 
parries the asasult. Sarek 
also admits he knows how 
to apply tal-shaya, a method 
of execution in which the 
victim is killed instantly by 
applying pressure to the 
neck until it snaps. 


Vulcan martial arts can be 
used to prevent a serious 
conflict. Sarek is able to 
throw the Tellarite Gav 
several meters across the 
room by raising his arms. 


Other Vulcan techniques 
are far more deadly. Gav is 
killed by tal-shaya, an ancient 
method of execution which 
is considered merciful 
because it is so swift. 































- - Archery is still 

taught at the Vulcan 
Institute of Defensive 
Arts. Vulcans learn how 
to make a bow and 
arrows, a skill that has 
proved useful when they 
are deprived of advanced 
weaponry. 


One ancient 
Vulcan weapon, 
the Stone of Gol, 
acted as a psionic 
resonator which 
amplified Vulcans' 
natural telepathic 
abilities and 
turned the 
victim's negative 
thoughts against 
him or herself. 
However, the 
stone was useless 
if the intended 
target could 
suppress all 
violent thoughts 
and emotions. 


device without being 
detected. 

Modern Vulcans are not 
only skilled in unarmed 
combat, they also learn to 
use several weapons. 
Ancient Vulcans used a 
weapon which resembled 

: jv ; Spock uses V/F 

the Romulans' I 

ignorance of jwj 

Vulcan fighting 1 Wf 

techniques to I V 

convince them 1 a 

that he has killed I M 

Captain Kirk. He I ^ 

applies a full-face | 

grip which, he 
claims, is the 1^ 

Vulcan death grip, 
but no such grip 
exists. 


the boomerang and, at 
some point in their history, 
they also developed the 
longbow. 

The Vulcans have not 
entirely succeeded in 
suppressing their violent 
tendencies. If Pon farr is 


not resolved, Vulcan males 
enter the Plak tow, or 
blood fever; and during 
challenges in the Koon-ut- 
kal-if-fee marriage 


ceremony, Vulcans still use 
ritual weapons if there is a 
challenge. The guards who 
attend the ceremony carry 
ax-like implements which 
are used to keep order. 

In the Kal-if-fee 
challenge, combat begins 
with the lirpa, a staff which 
is slightly more than a 
meter long. One end of the 
lirpa is tipped with a razor- 
sharp blade which is in the 
shape of a spade head; the 
other end is weighted with 
a dumbbell. Since combat¬ 
ants are normally in the 
Plak tow during the 
challenge, they rarely 
demonstrate much fighting 
technique, but the lirpa can 
be used in a number of 
ways: swung like an ax or a 
bludgeon, depending on 
which end is used, or held 
with the hands spread wide 
apart like a quarterstaff. 


Tuvok once 
taught archery at 
the Institute of 
Defensive Arts. 


The next traditional 
weapon used in the Kal-if- 
fee is the ahn-woon. This 
consists of a long, white 
strip of material which is 
weighted at each end. It 
can be used like a bolo or a 
whip, and is often used to 
target the legs, knocking an 
opponent to the floor. If 
folded double it can be 
used to strangle an 
opponent. 

Despite their impressive 
fighting skills, most Vulcans 
rarely fight. They believe 
that ultimately, the best 
method of self defense is 
pacifism, which prevents 
disagreements turning to 
violence. 


RITUAL WEAPONS 


The ahn-woon 
consists of a long 
strip of material 
which is weighted 
at each end. At long 
range, it can be 
used to attack an 
opponent's legs , 
knocking him to the 
ground; at close 
quarters it can be 
folded double and 
used to strangle the 
opponent. 


If a challenge 
is made during 
the Koon-ut-kal- 
if-fee marriage 
ceremony, 
Vulcans use 
traditional 
weapons. These 
are brought 
forward one by 
one until one of 
the combatants 
is defeated. The 
first weapon is 
the lirpa, which 
combines a 
blade at one 
end with a 
bludgeon at 
the other. After 
this, the 
contestants use 
the ahn-woon, a 
weighted strip 
of material that 
resembles the 
bolo and can 
also be A 

used like 
a whip. 


A large curved blade 
is attached to one 
end of the lirpa. This 
allows the weapon 
to be used like an ax 
or a pike. In combat; 
the lirpa is held with 
both hands. The 
blade is very sharp, 
and even light 
contact will draw 
blood. 


The combatants 
in the Kal-if-fee 
challenge are 
normally gripped 
by the Plak tow; 
or blood fever, 
and demonstrate 
little fighting skill. 


The lirpa is an 
ancient weapon 
which is used 
if there is a 
challenge in the 
Koon-ut-kal-if- 
fee marriage 
ceremony. 


































Shortly afterward/the 
Jem'Hadar make good on 
the Dominion's threats and 
destroy all the Alpha 
Quadrant colonies in the 
Gamma Quadrant. Sisko DK 

persuades the Federation 
to respond to the threat of 
superior Jem'Hadar 
weapons technology by 

assigning a prototype A (^IlNn fl ITOP 

warship, the U.S.S. 7 ’he Dominion score major 

Defiant NX 74205, to encounters with the races 

Deep Space Nine at the of their most significant 07 
mouth of the wormhole. destruction of a joint Obsi, 
The Federation enters the Romulans with all the 
negotiations with the intelligence they gather on 

Romulans, and the Treaty the Dominion, 
of Aigeron is modified to The Federation is still 
allow the Defiant to be determined to seek a 
fitted with a Romulan- peaceful solution. Sisko 

designed cloaking device. meets with Grand Nagus 
In return, Starfleet provides Zek, who authorizes Quark 


H Federation 

discovers the 

Bajoran 
wormhole in 

Dominion 

becomes aware 
of a significant number of 

Alpha Quadrant races 
visiting their territory. By 
the end of 2370, the 
Dominion has decided that 
it will not tolerate 
interference in its affairs. 

A group of Jem'Hadar 
troops take prisoner 
Commander Sisko and 
Quark, who are visiting the 
Gamma Quadrant. At the 
same time a Jem'Hadar 
attack vessel approaches 
Deep Space Nine and 


issues an ultimatum: 
all traffic through the 
wormhole will cease, and 
any ships found in the 
Gamma Quadrant will be 
destroyed. 

Starfleet responds 
by sending the U.S.S. 
Odyssey NCC-77832 
and two Runabouts to 
investigate the threat posed 
by the Jem'Hadar and to 
rescue Commander Sisko. 


The Odyssey is 
destroyed by the 
Jem'Hadar, but the 
Dominion allows Sisko and 
his party to escape as part 
of an unsuccessful plot to 
plant a Vorta spy in the 
Federation. 


When the U.S.S. ODYSSEY 
enters the Gamma Quadrant to 
assess the threat posed by the 
Dominion, three Jem'Hadar ships 
attack it. One of them makes a 
suicide run, which destroys the 
ODYSSEY and kills her crew. 


The Vorta had 
hoped to persuade 
the Federation that 
they were actually 
enemies of the 
Dominion. This 
would have given 
them a major 
tactical advantage. 
However, the crew 
of DEEP SPACE 
NINE realize the 
truth, and Eris is 
forced to flee to 
avoid capture. 


A Jem'Hadar unit captures Commander Sisko 
and Quark while they are visiting a world in the 
Gamma Quadrant. They are imprisoned with a 
Vorta named Eris, who tells them she is a fugitive. 
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FACTS 


Although Starfleet 
is concerned about 
the danger, Sisko 
persuades his supe¬ 
riors that they 
should continue to 
explore the Gamma 
Quadrant. The 
Defiant , protected 
by its cloaking 
device, regularly 
flies into or near 
Dominion space. 


□ The crew of DEEP 
SPACE NINE gather 
useful information on 
their enemy when they 
find an infant Jem'Hadar 
soldier; Dr. Bashir 
discovers that the 
Jem'Hadar have been 
genetically engineered. 
Commander Sisko 
eventually allows the 
soldier to return to the 
Gamma Quadrant. 


useful information on the 
Jem'Hadar when the staff 
of Deep Space Nine 
discover an infant in the 
wreckage of a spaceship. 
Dr. Bashir's reports show 
that the Jem'Hadar have 
been genetically 
engineered to fight, and 
their bodies are entirely 
dependent on an isogenic 
enzyme known as ketracel 
white. They also have a 
genetic predisposition to 
worship the Founders, 
including Odo, and mature 
extraordinarily quickly. 


hope will destroy them. 

The Founder posing as 
Colonel Lovok orchestrates 
a joint Tal Shiar/Obsidian 
Order operation to enter 
the Gamma Quadrant and 
destroy the Founders' 
homeworld; the Founders 
intend to ambush the 
invaders. 'Lovok' and 
Enabran Tain, the leader 
of the Cardassian Obsidian 
Order, take joint command 
of the operation, and the 
Obsidian Order illegally 
begins construction of a 
fleet. 

In the Gamma Quadrant, 
the Founders prepare for 
the attack by evacuating 
their home planet in the 
Omarian Nebula and 
relocating to another, 
secret, location. 

The Founders are deeply 
concerned about Odo, who 


is far more important to 
them than most of their 
political objectives. They 
are puzzled by his desire to 
live among the 'Solids' and 
send a representative to 
test him. She discovers 
that his attitudes are largely 
due to his unspoken 
feelings for Kira. 

Meanwhile, the 
Federation has made 
significant strides in its 
relationship with Cardassia, 
and the two governments 
manage to install a 
subspace relay that allows 
them to communicate 
through the wormhole. 

Desperate acts 

The Romulans decide the 
best course of action is to 
collapse the wormhole, but 
they realize this will not be 
acceptable to Starfleet. A 
delegation is sent to Deep 
Space Nine to examine 
Starf feet's intelligence 
reports on the Gamma 
Quadrant and is secretly 
flanked by a cloaked 
Warbird. The Romulans 
plan to destroy the 
wormhole and the station 
to ensure there are no 
witnesses. However, a 
bizarre accident, which 
periodically projects Miles 
O'Brien into the future, 
foils the Romulans' plans. 

The joint Tal Shiar and 
Obsidian Order invasion 
force enters the wormhole 
and heads to the Omarian 
Nebula. Starfleet orders 
Commander Sisko not to 
intervene, but he disobeys 
and follows it into the 
Gamma Quadrant. The 
Founders' plan works 
perfectly, and the 20 ships 
in the combined fleet are 
destroyed or captured. Only 
Garak and Odo, who were 
involved in the invasion, 
escape to Deep Space 
Nine on the U.S.S. Defiant. 


have not been corrected, it 
is defeated by Jem'Hadar 
forces; all the passengers 
except Odo and Major 
Kira are taken prisoner. 

The Dominion use 
sophisticated equipment to 
create illusions in the minds 
of their prisoners, allowing 
them to monitor the 
captives' responses to 
particular scenarios. The 
Vorta organizing the tests 
discover that the Federation 
is unlikely to side with the 
Dominion against the other 
Alpha and Beta Quadrant 
races. 

Meanwhile, Odo and Kira 
discover that the race of 
shapeshifters to which Odo 
belongs is in fact the 
secretive Founders. Out 
of respect for Odo, the 
Founders allow him and the 
Defiant's crew to go free. 


It is apparent that 
peace with the Dominion 
is unlikely, and many 
Bajorans leave Deep 
Space Nine, fearing for 
their safety. Trade with the 
Gamma Quadrant is greatly 
reduced. 

Starfleet authorizes a 
major project to upgrade 
the defensive capabilities 
of Deep Space Nine. By 
this time several Founders 
have infiltrated the Alpha 
and Beta Quadrants, and 
have assumed influential 
positions within the various 
political power blocs. One 
Founder poses as the 
Romulan Colonel Lovok, a 
senior figure in the Tal 
Shiar. The Dominion also 
replaces the Klingon 
General Martok, who is 
Gowron's chief of staff. 

Starfleet gathers its first 


The Founders consider 
the Tal Shiar and the 
Cardassian Obsidian 
Order to be major threats 
to their ambitions for the 
Alpha Quadrant, and put 
into action a plot that they 


□ When 

the Vorta 
capture the 
crew of the 
U.S.S. 

DEFIANT, they 
run simulations 
to find out how 
the Federation 
will respond to 
an alliance with 
the Dominion. 


^ At some point '"** 

Dominion captures ypWP 

General Martok while u ? ivJ 

he is hunting on y 

Kang's Summit. The 
Founder who takes his 

place urges Gowron to . 'ts*. 

take aggressive action 
which will drive the 
Klingons and the 

Federation apart. . . 

w Shortly after their forces destroy the combined Tal 
T Shiar/Obsidian Order fleet, a Founder captures or kills 
Federation Ambassador Krajensky while he is on his way to 
Risa. With the Romulan and Cardassian secret police forces 
crippled , the Dominion turns its attention to the Federation. 


During the early stages of the cold 
war with the Alpha Quadrant, the 
Dominion infiltrates their enemies and 
replaces several important figures 
with Founders who adopt their 
identities. The people they are 
impersonating are either killed or 
taken to Dominion internment camps 
in the Gamma Quadrant. The Founders 
then use their positions to influence 
the races they have infiltrated, luring 
them into traps or splitting them apart 
from their allies. 


(K) The 

Founders 
replace 
Colonel 
Lovok , a 
senior 
member of 
the Tal Shiar. 
The Founder 
who adopts 
his identity 
leads the Tal 
Shiar and the 
Obsidian 
Order into a 
deadly trap. 
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U.S.S. ENTERPRISE NCC-1701 -D 


H lthough Starfleet is dedicated to the twin 
goals of peace and exploration, over the 
years it has proved necessary to arm 
Starfleet personnel and to ensure that they are 
proficient in the use of hand phasers. Cadets 
undergo exhaustive training at Starfleet 
Academy, but it is essential to maintain skills 
during service. To this end, the Galaxy -class 
U.S.S. Enterprise NCC-1701-D is equipped 
with two phaser ranges where personnel can 
practice the use of directed energy weapons 
The phaser ranges are located on Deck 4; 
each range is a simple dark room. The only 
illuminated area is a circular platform in the 
center. Light comes from several directions 
immediately above the platform, and a ring 
around the inside of the platform is also illumi 
nated. When the phaser range is in use, the 
user or users stand inside the platform and 
at a number of targets which appear in the 
darkness around them. 


Moving targets 


The platform itself is divided into two semi¬ 
circular areas, one of which is blue, the other 
yellow; the two areas are divided by a thick 
dotted line. If there are two users, they typically 
stand with their backs to the line, facing out 
into the room. 

The targets are small colored lights which 
appear in a number of different patterns. In one 
pattern, a series of different colored targets 
lights up in a vertical sequence; in another they 
move across the user's field of vision. At some 
of the higher levels, the targets change color, 
indicating a change in their status. 

Some of the targets are static and appear 
only briefly, and others move around the room 
at speed. They appear in a full 360 degrees 
around the platform and at various heights; 
some targets are almost at ground level, while 
others are almost directly above the user. The 
targets generate a sound that indicates their 
nature and distance from the firer. When hit, 
they emit another noise that indicates they 
have been destroyed. Misses are signalled by 
another sound. 

The user is not restricted to firing at targets 
on his or her side of the platform, although they 
may not step into the other user's territory. The 
user is not intended to fire at all of the targets; 
this helps to hone his or her ability to reason as 
well as sharpening his or her reactions. 

The targets are controlled by the computer. 
Users can choose from a number of programs, 
and the difficulty level can be adjusted. 
Extremely adept officers, such as Chief of 
Security Lt. Worf, practice at level 14. At this 
level, some of the programs only last for one 
minute. 

Many Starfleet personnel find practicing on 
the phaser range a relaxing activity, and they 
enjoy the routine, which resembles a game. 

The phaser range is not restricted to Starfleet 
personnel; some civilians, such as Guinan, 
also enjoy using it. 


O The phaser range is designed to be used by one or two officers at a time. The range 
itself is an oval room with a circular platform in the center; the users stand in the 
middle of the platform and fire at targets which appear around them. Officers typically 
practice the use of hand phasers, though there is no reason why the room should not also 
be used to practice firing phaser rifles. 


O Targets appear in various locations 
around the room, and emit a sound 
that alerts the user to their location and 
status. Users can fire at targets regardless 
of their position. 


O Starfleet officers use the phaser ranges 
to maintain and hone their skills with 
the phaser. Using the range is usually seen 
as relaxing, and can provide an informal 
venue for meetings and discussions. 


O Some of the targets are static and 
appear briefly; others move more 
quickly. The number and velocity of the 
targets is controlled by the computer and 
can be adjusted. 


O Civilian members of the U.S.S. 

ENTERPRISE'S crew, such as the 
El-Aurian bartender Guinan, also enjoy using 
the phaser range. Guinan's long life has 
allowed her to become an expert shot. 
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The targets are circular lights. Some of them are in fixed 
positions, but others move around the room. The user is not 
supposed to shoot all the lights. The level of difficulty controls 
the number of targets that appear and the speed and directions 
in which they move. 


The U,S,S, ENTERPRISE has 
two phaser ranges, located 
in Deck 4 in the saucer 
section. The ranges are pitch 
dark apart from a platform 
in the center of the room. 


Targets appear in the 
darkness around the central 
platform. Their color 
indicates whether they are 
to be shot or left alone. 


The users stand in a semicircular 
area in the platform. They are 
not allowed to step into one 
another's areas but, if necessary, 
may fire across them. 
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THE FERENGI 
ALLIANCE. 

THE DOMINION... 

OTHER GROUPS 
AND RACES. 

STAR TREK: 

DEEP SPACE Nil 


T he Karemma are a mercantile race 

in the Gamma Quadrant and are 

members of the Dominion. Their 
freighters carry various goods to 
other Dominion worlds and through 

the Bajoran wormhole to the Alpha 
Quadrant. 

The Karemma are the first Gamma 
Quadrant species to establish trade with 
the Alpha Quadrant when a Ferengi 
delegation led by Quark strikes a deal in 
2370. Much of the Karemman trade is 
actually with the Federation, but acting 
through the Ferengi offers them a degree of 
protection from the Dominion, who would 
not tolerate open trade with their enemies. 


torpedoes, but their trade with the 
Federation involves more peaceful 
merchandise. 

The Karemman freighters often 
rendezvous with Ferengi vessels which carry j 
their goods back to the Alpha Quadrant. 

Neither the Karemma nor the Ferengi are 8 
regularly inspected by the Dominion, but 
nevertheless the Karemma find that trade 
with the Alpha Quadrant is not all that they 
had hoped for. Their ships are subject to 
regular inspection by the Ferengi, who levy j 
a number of taxes which they claim are j 
required by the Federation. Typical examples 
include a four percent surcharge for 
searching the cargo for Changelings, and a 
six percent tax to offset the lost income of 
Tarkalian sheep herders. 

By 2372, the Karemma have all but 
decided to suspend trade with the Alpha 
Quadrant. The Federation sends the U.S.S. 
Defiant NX-74205 into the Gamma 
Quadrant where it meets a Karemman 
freighter, and trade minister Hanok comes | 
aboard to conduct negotiations to ensure 
that trade continues. During the negotiations, \ 
the Karemma discover that the Ferengi have | 
been inventing the various taxes levied on 
their freighters. However, during the same 
period, the Jem'Hadar attempt to punish the 
Karemma for dealing with the Federation, 
and force Hanok's freighter to take refuge 
in a planet's atmosphere. 

The Karemman freighter survives, but 
is severely damaged by spending so long 
enduring the pressures exerted by the 
atmosphere. The crew, however, are 
unharmed, and the U.S.S. Defiant takes 
them back to Deep Space Nine. 


Karemman freighters are about the same 
size as a Galor -class warship. They are 
capable of making interstellar journeys, and 
have an extended design with twin nacelles 
that extend from the rear of the ship. The 
largest part of the ship is a long neck section 
that connects the command area to a 
bulbous rear section. This neck section 
has no viewports, and appears ideal for 
cargo storage. 

The Karemman freighter is a sturdy vessel 
that can resist repeated weapons fire from a 
Jem'Hadar attack ship. The vessel's 
construction is strong enough to allow it to 
enter deep into a planet's atmosphere, and it 
can even withstand the 100 mile an hour 
winds found on Class-J gas giants. 

The freighter has a crew of approximately 
24, and the majority of the vessel appears to 
be given over to its cargo. The Karemma are 
known to supply the Jem'Hadar with 


a The Karemma use their freighters to conduct 
A trade with the Dominion, the Ferengi and the 
Federation. Typical ship's cargoes range from 
innocent tuiaberry wine and Karemman ffeece to 
deadly torpedoes. 


a The Karemman freighter has unusual nacelles 
^ that have a large hollow section at their rear. 
The freighters are remarkably tough ships that can 
withstand weapons fire and the pressures of being 
deep in the atmosphere of a Class-J planet. 

HSHHHPHSI a siiliifll __ __ n 


a In 2372 , a Karemman freighter meets 
^ the U.S.S. DEFIANT and Minister 
Hanok from the trade ministry beams 
aboard to discuss the trade agreements. 


a Two JEM'HADAR ATTACK SHIPS arrive 
during the negotiations, and attack 
the freighter. It is able to withstand their 
weapons fire long enough to hide from them. 


a The Karemman freighter takes refuge 
in the atmosphere of a Class-J gas 
giant. Both the DEFIANT and the Jem'Hadar 
ships follow it in. 
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Dr. NcCoifs Sfarfleef Career 

Di. McCoy tries to retire from Staifleet on more than one occasion, but aluiaqs finds himself 
bach in service. Eventually his long and distinguished career as a Starfleet physician, much of 
which is spent on the U.S.S. Enterprise, lasts more than 100 years. 



up in private practice. He 
swears never return to 
Starfleet, but after only 18 
months Admiral Nogura 
recalls him to active duty, 


using a little known and 
seldom used reserve 
activation clause. McCoy is 
once again posted to the 
Enterprise, under the 


command of the now 
Admiral Kirk, who had 
personally requested that 
McCoy be assigned to him, 
He has been recalled to 


A major event of 
McCoy's career 
occurs while he is 
serving aboard the 
ENTERPRISE. He 
takes a journey 
into the New York 
of the 1930s after 
being accidentally 
injected with 
cordrazine. 


El I Before he is assigned to 

■ipff;' . . the U.S.S. ENTERPRISE 

M * \ ' m NCC-1701, Dr. McCoy 

^ BHSHlHr S spends some time on 

4 m... Capella IV as part of a 

P SBlllL £ jlBBI I'SSBBe :: Starfleet survey team. He 

- — - learns to respect the local 

* Chief Meal Officer 

For much of McCoy's career, he is assisted by Christine they visit the planet in 
Chapel, who eventually qualifies as a doctor herself. 2267. 


ft 

| | ! ■ r. Leonard McCoy 

■ H is a graduate of the 

B I! Universit y °f 

■ I Mississippi on 

9 B Earth. He developed 
B 1 a number of 

valuable medical 
techniques, but he is best 
known as the Chief Medical 
Officer aboard the U.S.S. 
Enterprise NCC-1701 
McCoy spends some 
time in Starfleet before 
joining the Enterprise. 
During this period, he 
spends several months on 
Capella IV as part of a 
survey team. McCoy is 
assigned to the Enterprise 
in 2266, replacing Dr. Mark 
Piper. In the first few 
months of his tenure he 
occasionally finds himself at 
odds with his commanding 
officer, Captain James 
Kirk. However, the two 
men soon establish a good 
working relationship and 
become close friends. 

In 2268, McCoy 
discovers that he has 


xenopolycythemia and 

only has a year to live. He 
does not want the rest of 
the crew to know about his 
condition, and asks Kirk to 
keep it a secret. Shortly 
after he learns about his 
illness, he is part of a party 
which visits Yonada, a vast 
spaceship in the form of an 
asteroid. While there he 
meets Natira, who asks 
him to be her mate. 


Nem hope 


McCoy accepts Natira's 
proposal and resigns his 
Starfleet commission, 
hoping that in his last days 
h^ can find happiness. 

But fortunately for McCoy, 
Spock finds medical 
knowledge banks on 
Yonada which contain a 
cure for his condition, 
and he returns to full time 
service. 

After the Enterprise 
completes its five year 
mission in 2269, McCoy 
retires from duty and sets 
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In 2293, the Enterprise is 
assigned to escort the Klingon 
Chancellor Gorkon to peace talks 
with the Federation. Gorkon's 
ship, Kronos One, is attacked and 
McCoy and Kirk beam over to offer 
assistance. The two officers are 
arrested and sentenced to life 
imprisonment in the Rura Penthe 
dilithium mines. With some 
assistance from the Enterprise, 
McCoy and Kirk escape from Rura 
Penthe and expose a plot to 
disrupt the peace talks. 

McCoy is due to retire with the 
Enterprise in 2293, but continues 
to serve in Starfleet into the next 
century. He rises to the rank of 
Admiral and influences several 
members of the next generation of 
Starfleet officers. One of his 
friends is Captain Jean-Luc 
Picard, and in 2364, at the age of 
137, McCoy comes aboard Picard's 
new ship, the U.S.S. Enterprise 
NCC-1701-D, to inspect the 
medical facilities. He spends most 
of a day aboard the vessel, which 
he pronounces a fine ship, before 
returning to the U.S.S. Hood, 
typically avoiding the transporter 
and instead traveling by shuttle. 


Dr. McCoy is 
arrested in 2285 
when he is 
carrying Spock's 
katra in his mind. 
He escapes > and 
eventually takes 
part in one of the 
most bizarre 
incidents of his 
long career - 
Spock's 
resurrection. 


Despite making several attempts 
to retire. Dr. McCoy spends many 
years on duty with Starfleet. 
Twenty seven of these are spent 
aboard two versions of the U.S.S. 
Enterprise. McCoy continues to 
serve in Starfleet even after many 
of his colleagues have died or 
retired and makes many new 
friends, including Captain Jean- 
Luc Picard. 


Dr. McCoy is convicted of the murder of 
Chancellor Gorkon in 2293, but the conviction is 
overturned when he helps expose a conspiracy. 


Inspection duly 

The retired Admiral McCoy inspects the 
U.S.S. ENTERPRISE NCC-1701-D in 2364. 


★ Old friends 

When James Kirk returns to 
the command of the U.S.S. 
ENTERPRISE to deal with the 
V'GER crisis, he convinces 
Admiral Nogura to recall his old 
friend and colleague McCoy. 


This causes some problems for 
McCoy, who begins to behave 
erratically. He is unable to 
distinguish his own personality 
from Spock's, and is desperate to 
retrieve the Vulcan's body from the 
Genesis Planet, which has been 
declared off limits. McCoy's 
behavior brings him to the 
attention of Starfleet Security 
and he is eventually arrested. 

The rest of the Enterprise's crew 
learn about McCoy's condition, 
break him out of his holding cell 
and, in a flagrant violation of 
orders, retrieve Spock's now 
regenerated body from the 
Genesis Planet. 

When he returns to Earth, 

McCoy faces trial alongside his 
colleagues. However, Starfleet 
command dismisses all the 
charges against him, and, like his 
companions, he is assigned to a 
new ship, the U.S.S. Enterprise 
NCC-1701-A. McCoy spends the 
next seven years serving with 
distinction aboard this vessel. 


★ Chance for happiness 

After he learns that he has 
terminal xenopolycythemia. 

Dr. McCoy decides to leave the 
ENTERPRISE and marry Natira. 

He returns to duty when Spock 
discovers a cure for his condition. 


duty to deal with an emergency 
situation - the V'Ger crisis - but 
even after this is resolved, he 
elects to join Kirk on another five 
year mission aboard the Enterprise, 
which is completed in 2276. 

In 2285, McCoy is working at 
Starfleet Academy; he takes part 
in a training mission for a new 
crew which is to be assigned to 
the Enterprise, now under Captain 
Spock's command. When Khan 
Noonien Singh attacks Regula 1, 


the Enterprise abandons its 
training cruise and heads to the 
station. During the mission, Khan 
attacks the Enterprise and Spock is 
killed while saving the ship. Before 
he dies, he mind-melds with 
McCoy and, without offering him 
any explanation, places his katra, 
or soul, in the doctor's mind. 


★ Privare pracrice 

When the ENTERPRISE completes 
Kirk's first five year mission in 
2269, Dr. McCoy sets up in 
private practice. He swears never 
to return to Starfleet. 
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him informed about her 
brother, who plays on a 
revival team, the Pike City 
Pioneers, on Cestus III. 

Captain Sisko also enjoys 
the intuitive and analytical 
aspects of baseball. He 
finds that the game is 


Willie Mays rookie card. 

A shared love of baseball 
draws together Sisko and 
his lover, the freighter 
captain Kasidy Yates. They 
enjoy watching holographic 
recreations of games 
together, and she keeps 


Ted Williams. 

Sisko also collects 
baseball memorabilia and 
keeps a baseball on his 
desk. Knowing his father's 
love for baseball, Jake goes 
to incredible lengths to 
acquire a mint condition 


Sisko's interest in history 
leads him to recreate a 
bantaca from the lost city 
of B'haia. This ultimately 
helps him to find the ruins 
of the city, which are 
buried on Bajor. 


Sisko occasionally lets off 
steam by boxing. He has 
an impressive track record 
as an athlete; as a young 
man he captained the 
Starfleet Academy 


wrestling team. 


Ben Sisko is an 
accomplished chef, who 
often relaxes by cooking 
is his quarters. He avoids 
replicated food and 
concentrates on a number 
of traditional Earth dishes, 
including jambalaya. He 
frequently entertains 
colleagues, who are 
impressed by his talent. 


MAN OF MANY INTERESTS 


^ Along with cooking, baseball is 

probably Ben Sisko's favorite pastime. 
His knowledge of the sport has proved 
surprisingly valuable - it allows him to 
explain linear time to the Bajoran Prophets, 
and helps him to form a relationship with 
fellow enthusiast Kasidy Yates. 


Sisko's Hobbies 


Sisko isveri] knowledg- 
able about this almost extinct sport. 


Sisko learned a love of 
cooking from his father. When he is 
happy, he cooks Hungarian food. 


Sisko has an impressive 
collection of African art. 

Sisko ruas captain of the 
Starfleet Academy wrestling team. 


Sisko constructs an 
ancient Bajoran solar-sail vessel. 


Sisko is uiell read in Earth 
and Bajoran history. 


Benjamin Sisko. captain of Seep Space Hiae. 
is a man of many talents and varied interests. 
He approaches his morh with a passionate 
intensity, and the same is true of the hobbies 
he enjoys when he is not worhing. 


B en Sisko has a 

wide variety of 
interests from the 
contemplative study 
of history to 
intensely physical 
sports such as 
boxing or wrestling. 

Despite the extreme 
demands of his post as 
captain of Deep Space 
Nine, he still finds time to 
indulge most of these 
hobbies. 

One of Captain Sisko's 
favorite pastimes is 
gourmet cooking. His 
father, Joseph, runs a 
restaurant in New Orleans 
and had always intended 
his son to become a chef 
too. Although Ben chose a 
different career path, he is 
still an expert chef and 
enjoys cooking for his 
friends and colleagues in 
his private quarters. Sisko 
also enjoys cooking around 
the campfire for his son, 
Jake, when he takes him 
camping in the Gamma 
Quadrant. 

As a cadet at Starfleet 


Academy, Sisko excelled 
in wrestling and boxing and 
became captain of the 
Academy wrestling team. 

Sisko is also a devoted 
fan of an obscure and 
almost extinct sport - 
baseball. His favorite player 
is Buck Bokai, a switch- 
hitting third baseman who 
led the London Kings 
to the World Series 
championship in 2042, 
two centuries before Sisko 
was born. 

Nell versed 

Sisko is very 
knowledgable about the 
intricacies of the game, 
including player and team 
statistics. Thanks to a 
holosuite baseball 
program, he and Jake are 
able to attend the World 
Series games throughout 
history, including the series 
that Bokai helped win for 
the Kings. The holosuite 
program allows Sisko and 
Jake to play baseball with 
the greatest players of all 
time, including Bokai and 
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Once he and Jake get further 
out into space, however, the 
journey is far more difficult than 
Sisko imagined. The ship loses 
some of its sails, and things get 
tricky until something passes them 
at incredible speed. The ship gets 
caught in a tachyon eddy that 
accelerates it to warp speed and 
propels it all the way to Cardassia. 

Whether cooking up a storm, 
swinging a baseball bat, or sailing 
across space. Captain Sisko's 
hobbies help define him as a 
person. His leisure time pursuits 
are windows into his personality, 
and reveal significant glimpses of 
the man behind the uniform. 


Sisko insists on 
building his solar 
sailing ship the 
traditional way. 
He spends days 
working on the 
ship, using only 
the tools that 
would have 
been available 
to his Bajoran 
counterparts 
centuries ago. 


Ben Sisko shares 
a love of baseball 
with Kasidy Yates. 
As a special 
present, she brings 
him a baseball cap 
from the revival 
league that her 
brother plays in on 
Cestus III. Sisko 
is absolutely 
delighted with 
the gift. 


Sisko has an impressive collection 
of memorabilia that is connected 
to his various hobbies. When he is 
working in his office he often 
plays with a baseball. Thanks to 
Jake's efforts he has an extremely 
collectable Willie Mays rookie 
card that has survived in 
immaculate condition since the 
20th century, and, as a gift from 
Kasidy Yates, he has acquired a 
cap from a contemporary baseball 
league on Cestus III. His interests 
are not restricted to baseball - 
when he collects the U.S.S. 
Defiant from Earth, he uses the 
opportunity to pick up his 
collection of African art. 


Ben's son Jake goes 
to an enormous 
amount of trouble to 
acquire a collectable 
Willie Mays baseball 
card for him. Jake 
and his friend Nog 
run errands for 
almost everyone on 
the station, and are 
even kidnapped by 
the Dominion before 
delivering the card. 


Ben Sisko is intensely aware of his roots as an African 
American. He is well read in the history of the United States, 
and his quarters on DEEP SPACE NINE are decorated with one 
of the finest collections of African art in private hands. 


behind the legend. 

He refuses to use computer 
models, or any of the advanced 
tools at his disposal on Deep 
Space Nine. He spends hours 
studying plans, and does his own 
welding and sawing of materials 
using tools from the appropriate 
period. While other crew members 


useful in explaining the concept of 
linear time to the race of aliens 
who live in the Bajoran 
wormhole. What fascinates Sisko 
is the fact that in baseball a pitcher 
can throw the ball, and no one 
knows what will happen in the 
next moment. Sisko believes that 
the endless possibilities, and how 
each event affects the next one, 
are part of the human fascination 
with the unknown and with 
wanting to be explorers of space 
and time. 

Sense of identity 

Sisko is not only interested in 
sports but also has an academic 
turn of mind; he once considered 
giving up a career in Starfleet to 
take up a posting at a university on 
Earth. He is deeply aware of his 
cultural heritage, and has an 
extremely impressive collection of 
African art. He is well read in Earth 
history, and is particularly 
knowledgable about North America 
in the 21st century, something 
that proves extremely valuable 
when he is accidentally transported 
to a Sanctuary District in 2020s 
San Francisco. 


Sisko has taken a keen interest 
in the history of Bajor and is a 
regular visitor to the Bajoran 
Central Archives. In 2373, he 
becomes fascinated with a painting 
of the lost city of B'hala and 
devotes a considerable amount of 
time to studying a bantaca in the 
center of the painting which 
eventually leads him to discover 
the ruins of the city. 

Sisko's visits to the Bajoran 
Central Archives have also tied in 
with another of his abiding 
interests - shipbuilding. Sisko has 
always been fascinated with 
starship design. He has a model 
of the Daedalus- class U.S.S. 
Horizon in his office on Deep 
Space Nine, and he spent several 
years working at the Utopia 
Planitia Shipyards, where he 
helped to design the U.S.S. 
Defiant NX-74205. 

In the archives Sisko finds 
ancient starcharts and the plans for 
a Bajoran solar-sail vessel. He is 
intrigued by legends that the 
Bajorans achieved interstellar 
space travel 800 years ago, and 
decides to construct a solar sailer 
of his own to see if there is truth 


on Deep Space Nine sometimes 
have difficulty understanding their 
captain's devotion to such unusual 
pastimes, Sisko gets both 
enjoyment and relaxation out of 
the sheer act of building something 
with his hands. Building a ship is 
also a way for Sisko to spend time 
with his son; many of the pastimes 
he undertakes have Jake in mind. 

Ben and Jake Sisko plan to sail 
across the Denorios Belt in their 
homemade craft. Ben finds he 
enjoys the silence and the mystery 
that the journey through space 
offers him. And as both a captain 
and a human being, he under¬ 
stands that the journey itself is 
frequently more important than 
the destination. 


Sisko has a longstanding 
interest in the architecture of 
spaceships. He spends several 
years working at the Utopia 
Planitia Shipyards, and when 
the opportunity presents itself 
he takes great pleasure in 
building his own Bajoran 
solar-sail vessel. 


v Selling sail 

When Sisko's ship is complete, he and Jake set out to prove that 
it is capable of making substantial journeys. They are amazed to 
discover that it can reach warp speeds. 
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OTHER CARDS 
IN THIS FILE... 

1 K1RANERYS 
3 KAIWINN 
5 UNALAS 


STAR TREK: 

DEEP SPACE NINE.File 70 


S hakaar Edon is a times ... He is one of the 

native of Bajor's most selfless people I have 
Dahkur Province. ever met." 

He wants nothing The Shakaar resistance 
more than to be a cell was extremely 
farmer, and harbors successful. For 10 years 
a lifelong dream of Shakaar and his followers 
working the land. But, evaded capture in the 

Shakaar was born during Dahkur hills and mounted 

the Cardassian occupation, a series of devastating 
and was determined to raids. Their most famous 
liberate his people. victory was the liberation of 

Shakaar became active the Gallitep labor camp 
in the Bajoran resistance in 2357. 

movement and led a M . l Inarlnr 

resistance cell that took his mOuBSi IBuDBi 
name. He proved himself to Although an inspiring 
be a born leader. Given his leader, Shakaar is not 
large build, rugged good always the most obviously 
looks, strong convictions, confident of men. He is 
and obvious sense of uncomfortable speaking 

compassion, it is easy to before a crowd: "He used 
see how he inspired to mumble his way through 

confidence in others. mission briefings," Major 

Fellow members of the Kira remembers. "Everyone 
Shakaar resistance cell in our resistance cell had to 
were quick to offer learn to lip read." 

testimony to their leader's When the Cardassians 
bravery and loyalty. Major withdraw from Bajor in 
Kira Nerys describes 2369, Shakaar does not 

Shakaar as "a man who take up a posting under the 
saved my life countless new provisional 


——~" 

•■■■■•; ■ ' . ■ 


the land on Bajor in a very 
poor condition, and farming 
is extremely difficult. 
However, in 2371 the 


government, as many establishes a farm in his 

might have expected. After native Dahkur province. 
25 years of fighting the The Cardassian 

Cardassians, he finally occupation left much of 


I Shakaar stays 
1 in contact with 
several members of 
his resistance ceil, 
including Major Kira 
Nerys, Lupaza, and 
Furel. With the 
exception of Kira, his 
followers have settled 
down to lead quiet 
lives out of the 
public eye. Shakaar, 
however, is thrust into 
the limelight again. 


—z Shakaar and his followers spent years evading 
w the Cardassians in the Dahkur hills. When they 
are forced to flee to avoid capture, they have a 
significant advantage over their pursuers and it is 
almost impossible to catch them. 


I After the Cardassians withdraw 

1 from Bajor, all Shakaar really 

wants is to become a farmer. 
However, the soil in his native 
Dahkur province has been polluted 
by the Cardassians, making it 
impossible to grow crops without 
the aid of soil reclamators. 




^ Shakaar is an important resistance 
'w ; leader who ultimately becomes 
Bajor's First Minister. He is an extremely 
popular figure with many supporters, but 
in 2371 he is almost killed as a rebel. 











































i'\ When Kira Nerys visits 
Shakaar to discuss the 
situation with the soil 
reciamators, he is delighted to 
see her again. The two friends 
spent many years fighting side 
by side in the Resistance, and 
there is an undeniable attraction 
between them. 


Bajoran government provides 
Shakaar and other farmers in 
Dahkur province with soil 
reciamators. They are assured that 
they will have the use of the 
reciamators for at least a year, but 
after only two months the acting 
First Minister, Kai Winn, 
withdraws the reciamators for 
use in the politically sensitive 
Rakantha province. Shakaar 
objects to her actions and, like 
many other farmers, refuses to 
cooperate. 

Shakaar is no .fool. He is neither 
acting only on an instinct to defy, 
nor is he a short-sighted rebel who 
cannot see the needs of Bajor as a 
whole. But he also sees the needs 
of his own community. He is 
willing to discuss a compromise, 
but Winn is furious that Shakaar 
has challenged her authority, and 
after apparently arranging talks she 
attempts to arrest him. 

This forces Shakaar and some 
of the other farmers into the hills, 
where they are pursued by the 
military. His defiance spreads to 
other provinces, prompting Winn 
to declare martial law. It doesn't 
take Shakaar long to see the 
potential for civil war. 

Shakaar's experience as a 
resistance leader serves him well, 
and he and his fellow fugitives 
elude capture for weeks. The 
moment of truth arrives when he 
and his band of followers lure the 
pursuing militia into a canyon. 
Rather than go through with a 
bloody ambush, Shakaar confronts 
his pursuers and persuades them 
that the last thing he wants for 
Bajor is a civil war. 

Colonel Lenaris Holem, who 
is leading the militia chasing the 
rebels, pledges his support to 
Shakaar when he decides to stand 
in the election for First Minister. 
Shakaar is popular with the people, 
and when Kai Winn decides not to 
run against him he is unopposed 
and wins a total victory. 


Shakaar and Kira confront 
Lenaris Holem and persuade 
him that Kai Winn's actions will 
lead to a bloody civil war. Lenaris 
agrees to support Shakaar. 

makes every effort to spend time 
with her. But when the two lovers 
visit the Kenda shrine in 2373, the 
Prophets tell them they are not 
destined to walk the same path 
and they end their relationship. 

The same year, Shakaar follows 
the Emissary's advice again and 
signs a non-aggression pact with 
the Dominion, which protects 
Bajor during the first phase of 
the war. 


he finds it bewildering that crowds 
of well-wishers have turned out for 
him. 

He travels with a minimal staff: 
his adjutant, Sarish Rez, and as 
small a security retinue as he can 
get away with. Death threats and 
Cardassian assassination attempts 
do not keep him from pursuing his 
duty, and under his leadership Bajor 
finds the stability that has eluded it 
since the Cardassian withdrawal. 


Shakaar wants Bajor to join the 
Federation as soon as possible, 
and by 2373 his people are ready 
for membership. However, Shakaar 
accepts the Emissary's advice that 
Bajor should stand alone, and he 
postpones its entry. 

In his personal life, Shakaar is 
surprisingly shy and unsure. He 
does enter into a relationship with 
Kira Nerys, and despite the 
numerous pressures on his time, 




Though a born leader, Shakaar 
is not a born politician, and that is 
ultimately part of his appeal. He 
admits that he finds being a 
politician difficult and frustrating. 
He eschews formality, and dreads 
his public speaking engagements; 


Although Shakaar was a respected leader ^ .% * 

during the Resistance, 1 he has no intention of ** \ * 

pursuing a political career after the Cardassians \ * r - # 

withdraw. However, circumstances conspire 

against him, and he soon feels that he has no „ 

choice except to stand for elected office. \ * , | 

As the Bajoran First Minister, Shakaar insists \ 2 j -. . 

on the minimum amount of ceremony. He has a . 

disarmingly modest style and travels with only i \ 

a small retinue. He also proves to be an adept 

political strategist. For instance, after he raises ' 

taxes he bolsters his support by allocating ^ 

major transit subsidies which make it easier ... . . . . . . 

for Bajorans to travel between planets. ^ Despite his important position , Shakaar 

has no love for the trappings of power; he 

_ After he is elected First Minister, Shakaar maintains a small personal staff and has an 
* enters a romantic relationship with Major informal and relaxed style of leadership. 

Kira Nerys , who was once a member of his 

resistance cell. ▼ Shakaar manages to make time in his busy 

schedule to be with Kira when she gives 
birth to the O'Briens' baby, which she has been 
\ carrying since Keiko was injured. 
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O Starfleet officers always 

carry phasers when entering 
unexplored environments. The hand 
Phaser has 16 settings, from light 
stun to disintegrate. 


O Away teams usually consist of small 
groups; a standard team might have 
four members. Specialist officers may carry 
additional equipment such as engineering 
or medical kits. 


1 Communicator The communicator badge 

is probably the most important piece of 
equipment carried by away team members. 
It allows personnel to contact one another 
and their ship, and provides an all important 
signal lock for transporters. 


The communicator is built 
into the Starfleet insignia, 
worn on the left side of the 
chest. It provides a signal which 
is used as a transporter lock. 


3 Phaser Personnel normally travel 
lightly armed and carry type-2 
hand phasers. These are issued 
from a locker in the transporter 
room, and are usually more than 
sufficient for dealing with any 
trouble. 


In dangerous situations, all away 
team personnel carry hand phasers. 
Security specialists are responsible for 
the away team's safety. 


n the 2360s, Starfleet officers normally 
wear standard uniforms on away team 
duty. The communicator, which is now 
built into the badge, allows them to stay in 
touch with their vessel at all times, 
leaving the ship, personnel may be issued 
I with hand phasers and tricorders which 
can be attached to the waist of the uniform. 

Medical personnel normally carry a medical 
tricorder and often a medical kit, which 
contains vital equipment such as a hypospray 
and a dermal regenerator. 

Other mission specialists, such as 
engineering staff, may be issued with specialist 
equipment. Typically, this includes an 
engineering kit and devices such as pattern 
enhancers. 


Security and operations personnel carry 
a tricorder that can collect data on their 
surroundings and the location of any life 
forms or power sources. 


2 Tricorder The standard tricorder is 
a powerful device that can scan the 
surrounding area and synthesize the data 
it gathers with its 4.5 kiloquads of library 
information. A subspace transceiver array 
connects the tricorder to the ship and can 
be used to transmit or receive data. 
































EQUIPMENT ID TECHNOLOGY 
Standard Issue Equipment: 0366 



O The medical kit contains ail the 

equipment necessary to perform field 
medicine, but in the case of serious injuries 
personnel must return to their vessel, where 
they can receive a full range of treatments. 


Medical Tricorder The medical 

tricorder is a customized device that 
is capable of analyzing any organic life 
form. It has a specialized database 
containing detailed information on 
thousands of medical conditions. 


Even medical personnel 
may carry a hand phaser. 

is not only 
/eapon but is 
a valuable tool for cutting 
or heating. 


The medical tricorder 
includes a peripheral 
scanning device that can 
be used to gather data. 


Uniform The standard Starfleet 
uniform is designed for 
maximum comfort. It is loose 

and made of a tough fabric 
that prevents it from being 
easily damaged. The uniform has 
no obvious fastenings, but the 
top forms a jacket that can be 
removed in hot conditions. 




O The medical tricorder is one 
of the most valuable pieces 
of equipment carried by medical 
personnel on away teams. It has 
a massive database of medical 
information. 


The medical tricorder can provide 
invaluable analysis of new life forms. 
It can also be used to make a vital 
diagnosis if a member of an away 
team is injured. 


Medical personnel often carry 
a medical kit containing various 
devices that may be needed in an 
emergency. The instruments in the 
kit are suitable for field medicine, 
and are capable of treating many 
minor injuries. 
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CAPTAINS LOG 

STARDATE: 50203.1 

"We are three days away 
from Enara Prime , home of 
the passengers we picked 
up from a colony in the Fima 
system. Our high warp 
capability has greatly 
reduced the amount of time 
it normally takes them to 
make the journey home... " 


RSHIP FACTS 


The Regressives do not want to use 
advanced technology. The Enarans 
claim this is dangerously insanitary, 
and this is why they are 'resettled'. 


I he U.S.S. Voyager NCC-74656 is 

transporting a group of Enarans, a 
telepathic race, back to their home 
planet. B'Elanna has started to have 
intense dreams, in which she is an 
Enaran having an affair with a young 
man called Dathan. In the dreams, 
her father does not approve of her feelings 
for Dathan, and in a nightmare she sees 
Dathan's face raw with burns. 

B'Elanna has a waking dream as she is 
walking down a corridor, and Kes finds her 
collapsed on the floor. The Doctor revives 
her and tells her that the 'dreams' are 
actually implanted memories, which have 
been placed in her subconscious mind. 

Janeway talks to Jor Brel, the Enaran 
leader. He says that B'Elanna is picking up 
random memories, but she is not convinced, 


« The Enarans are a telepathic species who 
c can share their experiences with others. 
Jor Brel uses his abilities to share his musical 
talent with Captain Janeway. 


* In the beginning, B'Elanna's dreams are 

* extremely exciting. She is a young woman 
carrying on an illicit relationship with a man 
her father dislikes. 


When B'Elanna returns to the dream 
world, her father discusses the 'voluntary' 
resettlement of the Regressives. B'Elanna 
assists with the procedure, and is shocked 
to see that Dathan is on the list for 
resettlement. 

B'Elanna realizes she is sharing the 
memories of Jora Korenna Mirell, an 

elderly Enaran woman aboard ship, and 
rushes to her quarters. Korenna has been 
attacked and is dying; she has been giving 
her memories to B'Elanna, knowing she 
won't hide the truth. She grasps B'Elanna's 
hand and gives her the last of her memories, 
in which Dathan tells her all the Regressives 
are being killed. Then her father arrives and 
persuades her that Dathan is lying, and she 
gives him up. Dathon is executed, and 
B'Elanna is in the crowd cheering. 

B'Elanna bursts in on a reception for the 
Enarans and tells them she knows the truth 
about the genocide of the Regressives. No 
one seems to believe her, but before the 
Enarans leave, B'Elanna shares her 
memories with Jessen, a young woman, 
who can then see Korenna's life for herself. 


ym B'Elanna realizes that she is sharing 
3 Korenna Mirell's memories. By the time 
she reaches Korenna, the old woman is dying, 
but shows B'Elanna the rest of her story. 


o The Doctor tells B'Elanna that her dreams 
^ are actually memories which seem to have 
been implanted in her subconscious mind by 
one of the Enaran visitors. 


« B'Elanna confronts Jor Brel with the truth, 
3 but he denies it. None of the Enarans seem 
willing to believe her until she shares her 
memories with Jessen. 


g- Dathan is killed by the Enaran authorities 
3 and all the other Regressives are 
exterminated under the guise of resettlement, 
a truth the Enarans have concealed. 


















"We've accepted an 
invitation from the Nechisti 
to take a few days'shore 
leave on their world. We're 
enjoying the opportunity to 
learn about their culture." 


Sacred Ground' • 

When Kes is shuck down by a mysterious biogenic energy field, there is nothing the 
Doctor can do. Captain Janeway volunteers to go through a ritual that forces her to 


question her scientific beliefs in an attempt to contact the Nechisti spirits. 



TARSHIP FACTS 


After her experiences on the 
Nechisti world, Janeway develops 
a fascination with painting. 


I he crew of the U.S.S. Voyager A ICC- 
74656 are visiting the Nechisti world, 
When Kes examines a shrine she is 
struck down by an energy field and 
enters a coma. The Doctor can't help 
her, and the Nechisti won't allow the 
crew to investigate the shrine. The 
monks can enter the field safely, but they 
have to prepare by going through a ritual. 

Janeway persuades the monks to allow 
her to go through the same ritual. She 
assumes that it will alter her biochemistry, 
so the Doctor fits her with an implant that 
will monitor her condition. 


| On the Nechisti world, Kes wanders off 
with Neelix and finds a shrine. Curious, 
she walks up to it and is struck down by a 
powerful biogenic energy field. 


2 Kes was lucky to survive the effects of 
the energy field and is now in a coma. 
The Doctor has no idea how to help her 
without more data on the energy field. 


Janeway's guide leads her to a room 
where she meets three old people; they tell 
her they have been waiting for as long as 
they can remember. She assumes the whole 
thing is a waste of time, and her guide lets 
her leave the room. The guide then takes her 
through a series of challenges, eventually 
bringing her a nesset, which bites her. 
Janeway collapses, and the guide puts her 
in an underground chamber. 

In a vision, Janeway finds herself on a 
beach. Her guide tells her that everything 
she has been through is meaningless and 
that her actions are inconsequential - she 
has what she needs herself. 

Janeway returns to Voyager, where the 
Doctor uses the data she has gathered to 
treat Kes. To his surprise, the treatment has 
no effect. Janeway returns to the caves, and 
tells her guide that she now understands 
that what she did was useless; the monks 
simply fulfilled her expectations of the ritual. 
Her guide takes her back to the old people, 
who tell her that some things are 
inexplicable and she must put aside her 
scientific approach. The only way to help 
Kes is to take her back into the field, even 
though her scans show that it is deadly. 

Against Chakotay's and Neelix's advice, 
Janeway takes Kes and walks into the 
energy field. Everything is exactly as the old 
people predicted - Janeway is unharmed, 
and Kes recovers. 


2 Janeway's guide shows her into a room 
with three old people. This isn't quite 
the kind of ritual she expected, and she 
assumes it is a waste of time. 


^ The Nechisti help Janeway to fulfill her 
expectations of the ritual by subjecting 
her to several physical tests, but, as they 
tell her, all of this is meaningless. 


g Janeway is able to see beyond her 
rational beliefs and the advice of her 
officers. She does as she has been told and 
Kes recovers. 


ij The old people explain that to help Kes, 
Janeway must put aside her scientific 
beliefs and make a leap of faith. To cure Kes 
she must take her back into the field. 

















CAPTAIN’S LOG 

STARDATE: 3843.3 


"We have departed Vulcan for 
the neutral planetoid code 
named Babel. Since it is in our 
sector, the ENTERPRISE has 
been assigned to transport 
ambassadors of Federation 
planets to this vitally important 
council. The issues of the 
council are politically complex, 
the passengers explosive ." 


STAR TREK: The Original Series 




Journey to BabeF 

The U.S.S. Enterprise NCC-1701 has been assigned to transport a group of delegates to 
tbe Babel Conference. Before long, one of the ambassadors is murdered and, incredibly, 
Spock's father, tbe Vulcan ambassador, is tbe prime suspect. 


T he U.S.S. Enterprise NCC-1701 

is ferrying delegates to the Babel 
Conference. Kirk, Spock and 
McCoy go to the shuttlebay to meet 
the Vulcan Ambassador, Sarek, and 

his party. The ambassador greets Kirk, 
who introduces him to Spock, but 
curiously Sarek ignores his fellow Vulcan. 
When Kirk asks Spock if he would like to visit 
his family, Spock calmly replies that Sarek 
and his wife, Amanda, are his parents. 

Kirk takes Sarek and Amanda on a tour 
of the ship. After an awkward moment with 
Spock, Sarek goes to his quarters, leaving 
Amanda to complete the tour with Kirk. She 
tells the captain that Spock and Sarek have 
not spoken as father and son for 18 years. 
Sarek wanted Spock to follow in his 
footsteps, and was disappointed when 
he joined Starfleet. 

Uhura contacts Kirk and tells him that she 
has picked up a strong signal but cannot 
pinpoint or decipher it. 


Diplomofic conflict 


#■ 


At a reception, the Tellarite ambassador 
Gav demands that Sarek tell him how he 
intends to vote on Coridan's application to 
join the Federation. Sarek replies that he 
will reveal his government's decision at the 
conference. Kirk intervenes, and Gav leaves. 
Sarek announces that he and Amanda are 
retiring for the evening. 

Chekov summons Kirk to the bridge. The 
crew has detected a small ship following 
them. Kirk decides to intercept it, but the 
vessel flies past the Enterprise at high speed. 
Kirk returns to the original course, and the 
other ship once again takes up a position 
behind the Enterprise. 

Sarek goes back to the reception, and Gav 
accosts him. This time, Sarek tells him that 
Vulcan will support Coridan's application, 
since he believes that Coridan needs to be 
protected from illegal mining operations 
such as the one he suspects the Tellarites 
are responsible for. Gav attacks Sarek, but 
the Vulcan brushes him aside easily. Kirk 
arrives in time to prevent a full scale fight. 

Later, Lt. Joseph finds Gav's body 
hanging from a Jefferies tube. The 
Tellarite's neck has been broken. Spock 
reports that the nature of the murder is 
consistent with the use of tal-shaya, a 
Vulcan form of execution. He admits that if 


* A shuttle delivers the Vulcan delegation 
to the U.S.S. ENTERPRISE, which will 
* transport them to the Babel conference. 


2 Kirk greets Ambassador Sarek and 
his wife Amanda. Sarek seems almost 
uncomfortable with Spock. 


2 When Kirk suggests Spock visit his 
family, he replies that Ambassador 
Sarek and his wife are his parents. 


* In Engineering, Amanda complains 
to Spock that he has not visited her 
or Sarek for years. 


c The Tellarite ambassador, Gav, 

aggressively asks Sarek what position 
Vulcan will take at the conference. 


q The Andorian ambassador joins the 
conversation. It seems that many of 
the delegates have vested interests. 


ON SCREEN... 













McCoy is determined to embarrass 
Spock, and asks Amanda if Spock 
played as a child; she tells him that 
Spock did have a sehlat, a kind of fat 
teddy bear. 


him two healthy Vulcans. Spock tells Kirk 
that he believes the spy was an Orion. 

Orion smugglers have been raiding Coridan, 
hoping to disrupt the conference and 
provoke a war. They would then have been 
able to supply dilithium to both sides and 
continue to raid Coridan. McCoy forces Kirk 
into bed; he finally has Kirk and Spock in his 
power at the same time. 


Sarek had a logical reason, he could have tells Scotty to cut the power to the starboard 

committed the murder. side. The ship starts to drift, and the enemy 

Kirk, Spock and McCoy go to Sarek's ship moves in to investigate. When it is 

quarters. He tells them that he was in private close enough, Kirk orders Chekov to fire, and 

meditation, then he collapses. McCoy isn't the ship is disabled. Seconds later, it self 

sure, but he thinks something is wrong with destructs. 

Sarek's heart. The prisoner has taken poison, and he 

On the bridge, Uhura tells Kirk that the dies within a few minutes. Kirk staggers into 

vessel is contacting someone on board. sickbay, where McCoy and Amanda show 

Spock cannot decode the message. 

Kirk and Spock go to sickbay, where ON SCREEN... 

McCoy tells them that there is a malfunction 

in Sarek's heart. Sarek admits that he has * rw- 

had three earlier attacks, one of which | 1 

incapacitated him when Gav was murdered. mkk 

Spock and Sarek suggest surgery. The " * 

operation requires large amounts of blood, |F 1 ^ y - 

and Sarek has a rare blood type. Spock is p 

a suitable donor; but he cannot provide f K If 

enough blood on his own, so he persuades J' . 

McCoy to try using a dangerous * + ..5-? / V 

experimental drug that will stimulate > . / / 

his ability to produce blood. ^ 

On Deck 5, Kirk is in a deadly fight with an ^ ■ * 

Andorian. The captain wins, but not before _ fc aT _ t 

the Andorian stabs him. Kirk just manages 

to contact the bridge before he collapses. - 


o In sickbay, Sarek admits that he has 
° had three heart attacks. The situation 
is now serious, and he needs surgery as 
soon as possible. 


y When Kirk, Spock and McCoy go to 
interrogate Sarek, he collapses. As 
far as the doctor can tell, he has some 
kind of heart problem. 


In sickbay, McCoy tells Spock that Kirk 
has been badly injured and that he has to 
perform Sarek's operation now or the 
ambassador will die. But Spock refuses to 
help his father until the ship is safe. 

Kirk recovers consciousness and McCoy 
tells him about the situation. He warns Kirk 
that he should not move, but the captain 
persuades him to let him go to the bridge 
long enough to relieve Spock of command. 

The two officers head to the bridge, and a 
surprised Spock leaves with McCoy. As soon 
as they have gone, Kirk collapses into his 
chair. He is about to call Scotty to the 
bridge when the mysterious vessel begins 
to close in; it is receiving a message from 
the brig. Kirk sends Security to search the 
prisoner at once. The Andorian tries to resist 
the search, and one of the guards stuns him. 
When he falls, one of his antennae breaks 
off, revealing a transmitter. The alien ship 
approaches the Enterprise at warp 8, and 
Kirk tells Security to bring the prisoner to 
the bridge. 

The ship attacks, and is moving too fast 
for Kirk to fire back. The Enterprise is rocked, 
making it difficult for McCoy to complete the 
operation, and Sarek's heart stops. 

Kirk tells Engineering to cut power to the 
port side of the ship except for the phasers, 
and interrogates his prisoner, whom he 
realizes is some kind of spy surgically 
altered to look like an Andorian. Then Kirk 


>jq Spock insists on staying in command 
u until Kirk is better. The captain 
deceives him by coming on to the bridge 
despite his injuries. 


n Kirk gets into a fight with one of 
the Andorians. He wins, but the 
Andorian stabs him in the back, leaving 
him badly injured. 


«1 As McCoy performs the operation, 

1 the ENTERPRISE is attacked by its 
mysterious pursuer. Power goes offline , 
and Sarek's heart stops. 


1 2 The operation is finally a success 
and the Orion ship is destroyed. With 
Spock and Kirk restricted to sickbay, 
McCoy finally has the upper hand. 


ON SCREEN... 




















Duras 

Duras, House of 
1 Duras sisters 
Durenta IV 
Durg 
duridium 
I duridium alloy 


duritanium polyalloy 
Durken, Chancellor Avel 
Durst, Lieutenant Peter 
Dvorak, Anton 
DY-100 
DY-500 

'Dying Swan, The' 
dylamadon 
dynametric array 
dynametric field 
dynoscanner 
Dyson 

Dyson Sphere 
Dytallix B 


. 


duotronic enhancers 
duotronic probe 
duotronic sensor array 
duotronics 
Durango 
Itiuranium 




O Duras was a power- 
hungry Klingon who 
would stop at nothing. He 
conspired with the Romulans 
to assassinate K'mpec, and 
murdered K'Ehleyr. 


O The Duras sisters tried 
unsuccessfully to place 
Duras' illegitimate son, Toral, 
as the new council leader 
after their brother's death. 


o 


O On DEEP SPACE NINE, Kira Nerys used a 

duranja to pray for her dead lover, Vedek Bareil, 
so that he could find the Prophets. 

duranjs A Bajoran lamp for the dead. An ornate oil 

lamp, the duranja is lit while the living pray for the 
Prophets to guide the dead into the gates of heaven. 

(Starship Log: 'Shakaar' [DS9]) SEE FILES 10, 70 

Duras Patriarch of an influential Klingon family. While 

serving on the Klingon High Council, Duras engaged 
in several schemes to gain power, including falsely 
implicating Worf's father in a treasonous plot. He 
murdered K'Ehleyr when she was about to discover 
the truth about his father's crimes, which he had 
blamed on Worf's father. He was killed by Worf in 
2367. ( Starship Log: 'Sins of the Father' [TNG]) 

SEE FILES 11, 48, 69 

Ins. Bouse of Once powerful and subsequently 

disgraced Klingon family, led by Duras, son of Ja'rod. 
Other members of the clan include Lursa, B'Etor and 
Toral. The family continued to be relatively successful in 
Klingon politics even after the death of Duras. ( Starship 
Log: 'Redemption', Parts I and II [TNG]; 'Past Prologue' 
[DS9]; Star Trek Generations) SEE FILES 11, 48, 69 


iris sisters 


SEE B'Etor and Lursa 


Durenia IK In 2367, shortly after departing Starbase 

133 for this planet, the U.S.S. Enterprise NCC-1701-D 

suffered a freak accident involving Wesley Crusher's 
warp field experiment, which ensnared his mother in 
her own subspace reality. ( Starship Log: 'Remember 
Me' [TNG]) SEE FILES 3, 69 

Durg Mercenary underling of Kobliad criminal 
deuridium-thief Rao Vantika. Vantika was dissatisfied 
with Durg's performance, and eventually murdered him. 
(Starship Log: 'The Passenger' [DS9]) SEE FILE 70 

duridium Extremely strong substance. Kasidy Yates 
once hauled a load to Solais V. Eddington and Sisko 

took cover behind duridium storage drums while under 
Jem'Hadar attack in a Maquis settlement in 2373. 

(Starship Log: 'The Adversary'; 'Blaze of Glory' [DS9]) 

SEE FILE 70 

duridium ailoij Metallic material used in the 

construction of throwing darts. ( Starship Log: 'By 
Inferno's Light' [DS9]) SEE FILES 66, 70 


duotronic enhancers The basic information and 


storage unit used in duotronic computer systems, from 
approximately 2243 until their replacement by isolinear 
optical chip technology in 2329. ( Starship Log: 'Relics' 
[TNG]) SEE FILE 69 


duotronic probe Engineering tool. B'Elanna used 

a duotronic probe to regulate plasma flow, although 

Ensign Vorik thought a gravitic caliper was more 
suited for the task. ( Starship Log: 'Fair Trade' [VOY]) 

SEE FILE 71 


duotronic sensor array A type of starship 

sensor, used on the U.S.S. Enterprise NCC-1701. The 
duotronic scan cycle allowed the time-traveling 
Defiant to decloak and transport an away team without 
being detected. ( Starship Log: 'Trials and Tribble-ations' 
[DS9]) SEE FILES 28, 70 


O Dr. Richard 
Daystrom won 
the Nobel Prize and 
the Zee-Magnees 
Prize in 2243 for 
his breakthrough 
in duotronics. 


O Troi 
took a 
break in the 
holodeck by 
playing the 
part of the 
mysterious 
stranger 
Durango, who 
assisted the 
Deadwood 
sheriff with 
law and order 
problems. 


Durango ■ 


^ I The mysterious stranger in the fictional 
town of Deadwood, portrayed by Deanna Troi in the 
holographic program simulation 'Ancient West'. The par 
became terrifyingly real when a holodeck malfunction 
meant that all safety protocols were offline and there 
was no means of leaving the holodeck until the story 
was finished. ( Starship Log: 'A Fistful of Datas' [TNG]) 
SEE FILES 56, 69 


Extremely resilient and valuable amalgam 
frequently used in the hull and exterior of various 
interstellar vessels, including Federation starships, 
Birds-of-Prey, and shuttles. Floating duranium debris is 
often evidence of an exploded spacecraft. ( Starship Log: 
The Menagerie' [TOS]; 'Ferengi Love Songs' [DS9]; 
'Initiations' [VOY]) SEE FILES 68, 70, 71 


duotronics 


Groundbreaking 
technology devised by 
celebrated computer scientist Richard Daystrom. All 
Federation vessels used duotronic computer systems 
between 2243 and the introduction of isolinear optical 
chips in 2329. ( Starship Log: 'The Ultimate Computer' 
[TOS], 'Relics' [TNG]) SEE FILES 43, 68, 69 











































A-Z DATABASE ACCESS POINT 



ManiimpsMoii Metallic composite alloy. Used in the 

fabrication of starship hulls. (Starship Log: 'Dreadnought' [VOY]) 

SEE FILES 19, 71 


dtjliniidoii 


A pharmaceutical substance. Dylamadon was often 
prescribed to painlessly euthanize anthropoids. (Starship Log: 'Man Of 
The People' [TNG]) SEE FILE 69 


O Durken was sad that 
because his planet was 
not ready to enter a new era, 
he would not be able to 
continue his friendship with 
Captain Picard. 

DurNen. Chancellor Ovel 

Progressive leader of Malcorian 
society, forced to abandon plans for 
Federation contact by xenophobic 
political opponents in 2369. Durken 
was able to share a bottle of 
Chateau Picard with the U.S.S. 
Enterprise NCC-1701-D captain. 
(Starship Log: 'First Contact' [TNG]) 
SEE FILES 18, 69 


Durst. Lieutenant Peter U.S.S. 

Voyager crew member. In 2371, he was 
captured by the Vidiians, along with Paris 
and Torres, and killed so that his organs 
and facial features could be harvested for 
phage victims. (Starship Log: 'Cathexis', 
'Faces' [VOY]) SEE FILES 29, 71 

O One of the Vidiian doctors replaced 
his own face with that of Durst's 
when he, Tom Paris, and B'Elanna Torres 
were captured in 2371. 




Dvorak, Union 


Late 19th century human composer studied by 
Data. A native of Bohemia, Dvorak also worked in America, where 
his talent at reworking folk themes into Romantic orchestral works 
continued to flourish. (Starship Log: 'A Fistful of Datas' [TNG]) 

SEE FILE 69 


If 101 Early class 

of interplanetary 
vessel, circa 1996- 
2018, including Khan's 
S.S. Botany Bay. 
Because DY-IOOs 
traveled at a 
comparatively sluggish 
pace, their crews 
were billeted in 
suspended animation 
modules. (Starship Log: 
'Space Seed' [TOS]) 
SEE FILES 40, 68 



O The S.S. BOTANY BAY was a pre- 
Federation vessel that was primarily 
a 'sleeper ship' used to carry human cargo 
over long interplanetary distances. 


Considerably larger and more advanced successor to the 
DY-100 series spacecraft. The S.S. Mariposa, which left Earth in 2123 
with two distinct sets of colonists, was a DY-500- series vessel. 

(Starship Log: 'Up The Long Ladder' [TNG]) SEE FILES 18, 33, 69 

Duing Swan. The' A famous piece of solo choreography from 

the Earth ballet 'Swan Lake', which Janeway performed during a talent 
night aboard the U.S.S. Voyager in 2373. Chakotay considered it the 
show's highlight. (Starship Log: 'Coda' [VOY]) SEE FILE 71 


dpmetric array Component in the sensors in Deep Space 

Nine's science lab. Dax checked for anomalies in the array before 
determining that a proto-universe confined in the lab contained possibly- 
intelligent life. (Starship Log: 'Playing God' [DS9]) SEE FILE 70 

dpmetric field An energy field generated by the Bajoran 

wormhole. In 2371, Dr. Renhol asked to see surveys of the fields to 
determine if Dax's critical condition was caused by the wormhole. 
(Starship Log: 'Equilibrium' [DS9]) SEE FILE 70 

dpscanner Device used to remotely detect even minute life 

forms. Pavel Chekov noticed an energy flux reading on the U.S.S. 
Reliants dynoscanner when surveying Ceti Alpha VI as a potential 
Project Genesis site. (Starship Log: 'Ethics' [TNG]; Star Trek II: 

The Wrath of Khan) SEE FILES 69, 73 


Dyson Starfleet officer aboard the U.S.S. Enterprise NCC-1701-E 
in 2373. (Starship Log: Star Trek: First Contact) SEE FILES 29, 79 


Dyson Sphere 

Immense stellar and 
planetary enclosure, 
the largest artificial 
structure believed 
to exist. The idea, 
theoretically, was 
for the structure to 
provide a life¬ 
supporting 
environment for 
hundreds of millions 
of planets. The idea 
was conceived by 
philosopher-scientist 
Freeman Dyson 
and was considered 
purely hypothetical 
until the U.S.S. Enterprise NCC-1701-D discovered an actual one 
in 2369 near the Norpin Colony. (Starship Log: 'Relics' [TNG]) SEE 
FILES 40, 69 



O The DYSON SPHERE used some kind 
of tractor beam to pull the U.S.S. 
ENTERPRISE into its interior. 


DqfallK S Mira 

system planet. 
Once a mining site 
attached to the 

Dytallix Corpor¬ 
ation. The mines 
were abandoned 
long before 2364, 
when captain 
Walker Keel met 
Picard for a 
meeting to warn 
him of a possible 
alien infiltration into 
Starfleet. (Starship 
Log: 'Conspiracy' 
[TNG]) SEE FILES 
3, 69 



O Picard was asked to come to Dytallix B 
by a group of fellow Starfleet officers 
who feared a conspiracy within the 
organization. Even their presence at the 
meeting could have resulted in court martials. 

























